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LEARNING WELL™ Educational Software 
from an Educational Publisher 


Know Logo 

Grades 2-6 

Over 50 challenging games 
and activities provide great fun 
while giving review in impor¬ 
tant Logo skills. Available for 
Apple Logo and Terrapin Logo. 


Logo Power 

Grades 2-6 

A step-by-step tutorial that in¬ 
troduces 12 fundamental Logo 
commands. A reinforcing 
game reviews each command 
as well. 


Grades 2-12/gifted 
A word rhyming game that’s 
great fun. It stimulates the im¬ 
agination by asking the player 
to answer and create Hinky 
Pinkies. For example: Q. “An 
insect that lives in a carpet?” 
A.“A rug bug.” 


Typing Weil 

Grades 3-adult 

Launches beginners on their way to 
keyboard confidence. Five games 
give players a chance to have fun 
while practicing too. 


Work Bank 

Grades 1-4 

Four exciting games provide lots of 
practice in vocabulary building. Use 
our word list to enter your own. 
English, French and Spanish versions 
available. 


Word Spell 

Grades 2-adult 

Increases spelling power by 
building players ability to 
recognize words as they store 
mental images of how words 
look. Six levels of difficulty. 


Safety First! 

Grades 3-8 

Brings safety sense to 
youngsters everyday living. 
Reviews the rules of personal 
safety, household dangers and 
safety on the street. 


Health Watch! 

Grades 3-8 

Players learn the rules of good 
nutrition, dental hygiene and 
physical fitness as they play 3 
fast-moving games. 


Drug Alert! 

Grades 2-9 

Teaches positive values with hard 
facts about drugs, alcohol and smok¬ 
ing. An arcade-like game also 
simulates driving under the influence. 


Vocabulary Challenge 

Grades 2-12 

Four high-interest game formats are 
personalized to make learning vocab¬ 
ulary skills easy! English, French and 
Spanish versions available. 


These outstanding programs 
are fully supported by a 
staff of experts. 
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SECTION 1 

Introduction 

LEARNING WELL, a company with years of experience in developing 
educational materials, offers "PLAYFUL SOFTWARE FOR SERIOUS 
LEARNING.” 

Our program? involve learners in exciting and challenging fun while 
reinforcing a variety of basic concepts. 

Beautiful graphics and fun-filled themes are just some of the reasons why 
LEARNING WELL software is the exciting way to take education from the 
chalkboard to the keyboard. 


SECTION 2 

Objectives 

Game Objective: 

Players travel through the galaxy to search for a robot stolen from NASA 
The robot was broken up into three parts, copied and sold to different 
planets. 

To retrieve a missing robot part players must find an alien and answer the 
aliens "Predicting Outcomes" question correctly. 

After finding the three missing parts, the player may return to earth and 
win the game. 

Educational Objective: 

Galaxy Search is designed to reinforce the skill of "Predicting Outcomes," 
reading a short selection and predicting what will happen next. 

Galaxy Search comes in two versions: 

RED LEVEL - Grades two and three 
BLUE LEVEL - Grades four and five 

Gaming As a Format: 

“PLAYFUL SOFTWARE FOR SERIOUS LEARNING” is our primary objective at 
LEARNING WELL™. That is why we have chosen a game format for our 
exciting and interactive learning software. 

Research suggests that academic games are "viable tools for promoting 
interaction between students of varying academic and social levels" 
(Salend, 1979). They provide enrichment for brighter students as well as 
motivation for the academically disenchanted (Rice, 1974). 

Games offer motivation, provide fast feedback, encourage cooperation, 
challenge players to deal with elements of chance, and, above all. 
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provide a structure for individualized learning of a variety of educational 
and life concepts. 

We, at LEARNING WELL™, believe that the game format, combined with 
specific educational objectives, is a great way to make learning fun. 


SECTION 3 

Getting Started 

1) Requirements: 

1 Apple II®, Apple II Plus®, Apple lie®, Apple lie®, or Apple Compatible 

Computer 

48K of RAM 

1 Apple Disk II™ Drive 

1 Video Monitor (Color Desirable) 

1 LEARNING WELL "Galaxy Search" Diskette 

Optional: 1 Printer 

2) Loading The Program: 

A. Insert the game diskette into the disk drive. Close disk drive door. 

B. Turn the power on. 

C. After a short delay of approximately 30 seconds, the title screen will 
appear. The computer will ask if you want directions. Type ”Y" or "N." 
(Typing any letter other than ”Y" is accepted as No). 

D. To eliminate sound, press the “Control" key, and while holding it, 
press the "O" key. 


SECTION 4 

Directions 

1) Introduction 

• The game screen will always display the players' names and the 
number of robot parts held by each player. 


Fred 0 Paul 0 

Beth 1 Judl 2 


• The player's name will appear in reverse color when it is his or her 
turn to play. 
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2) Game Ray 

• A player's turn begins with the player's spaceship moving in 
outerspace. 

Galaxy Travel 

• Use the following keys to direct the movement of the spaceships 
toward planets and away from meteors. 

A - up 
Z - down 
-*• -right 
«— left 

• On each player's first turn the ship will automatically begin to move 
toward a planet. The player may use the above keys to alter 
direction. 

• After the first round of play, the spaceship will not move until the 
player presses one of the direction keys. 

Hazards 

• Moving the spaceship next to a planet will protect the ship from a 
meteor. If the ship is hit by a meteor, the player's turn will end. 

• The number in the upper left hand corner indicates the amount of 
fuel a player has for the spaceship. As the player moves, this number 
will decrease. If a player runs out of fuel before reaching a planet, 
the player's turn is ended. 

• A player may not return to a planet until he has traveled to all the 
other planets in the galaxy. 

Answering Questions 

When the player lands on a planet, one of two things will happen: 

1) There will be no alien on the planet. The player's turn ends. 

2) An alien will appear and offer a player a "Predicting Outcomes" 
question. To answer the question, the player first reads the 
paragraph and then types the letter that is next to the correct 
answer. 

- If the answer is correct, the player will be given a robot part. 

- If the answer is incorrect, no robot part will be shown and the turn 
will be ended. 

Robot Parts 

• Players must collect the three different parts that build the robot. 

• To locate a part you need, watch carefully to see which planets 
have that part. This can be done by noting where other players 
received their parts. 
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• If a player finds a robot part that he or she already has, they will not 
get the part, and the turn will be ended. 

Winning the Game 

After collecting the three robot parts, a player must return to earth. 


SECTION 5 

Utilities 

The menu screen appears as follows: 

Galaxy Search 
Utilities 

You may. 

1) Aad ot edit names 

2) View scores 

3) Print scores 

1 v 4).Set all scores to zero 

5) base ail names ana scores 

6) Change parameters 

7) Return to Galaxy Search 

8) Quit with saving changes 

9) Quit without saving changes 

Please press a number 

• Access to the Utilities portion is possible only at the beginning of the 
program when "Do you want instructions?" appears on your screen. 
After the red light on the disk drive goes off, press the "Contrdl" key and 
the "T" key at the same time. 

• Next, the computer will ask for the password. Type in "alpha." You will 
not see the password appear on the screen as you type it. 

1) Add or Edit Names 

• This section allows you to create a roster. 

• The computer will accept any person's name for play. However, it 
will only save the scores of those players whose names are on the 
roster. 

• For scores to be saved, names must be entered at the beginning of 
the game exactly as they are entered on the roster. If the name 
"Maty" is entered on the roster the following would happen if, before 
Mary began to play, she entered her name in this way: 

Name? Mary . score would be saved 

Name? MARY .score would not be saved 

Name? Man/ Jones .score would not be saved 

Name? Mary J.score would not be saved 


















® The "Add or Edit Names" screen appears as follows; 


>1, 

2 ) 22 ; 

3; 23, 

4; 24; 

5; 26; 

6; 26; 

/) 27; 

3) 28) 

V; 29) 

10 ) 30 ) 

11) 31) 

12) 32) 

13) 33) 

14) 34) 

15) 35; 

16) 36) 

17) 37) 

18) 38) 

19) 39) 

20) 40) 

You may; 1) Add, 2) Insert, 3) Delete 
a name or 4) Return to Menu 

The computer will prompt you as to the procedure for each activity, 
once you have pressed the number of the activity you desire. 

A) Add -The computer asks you to enter a name. 

-15 letter maximum. 

B) Insert -The computer asks you to enter the number where you 

wish to insert the name. Then the "add" procedure is 
initiated. 

C) Delete -The computer simply asks for the number of the name you 

wish to delete. 

2) View Scores 

This section allows you to view the scores of all those whose names 
appear on the roster. 

The scores will be cumulative. 


If a player's name is not on the roster, scores will be erased 
automatically when the computer is turned off. 

3) Print Scores 

Offers the option of printing the scores of all players on roster. 

The user must have a printer attached to the computer in order to 
utilize this option. 

The printer interface board must be in slot 1. 

4) Set All Scores to Zero 

Offers the option of wiping out the present set of scores for all players. 
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Scores are listed in a cumulative fashion. 

A teacher or parent may wish to keep separate the scores of players 
each tirnfe the game is played. To do this, simply record the scores of 
players after each game or before game parameters ate changed. 
Then set all scores to zero. 

EXAMPLE: After one game is played, the teacher or parent notes the 
players' performance as 2/5 - 40% 2/3 - 66%. 

The teacher or parent then sets the scores to zero to see if they do 
better next game. 

When using a roster, an easy way to set one player's scroe to zero 
is to delete that player's name and then insert the name back in 
the same roster number. 

5) Erase All Names and Scores 

This option allows a parent or teacher to erase the roster and scores 
entirely. 

6) Change Parameters 

The Galaxy Search parameters allows you to make changes in the 
preset game to fit the individual needs of the players. 

The screen will appear as follows: 


1. Time Delays (1 short - 30 long) 10 

2. Ship Speed (1 fast - 50 slow) 20 

3. Number of moves per turn (1-99) 80 

4. Probability of finding an alien (25-99) 70 

5. Probability of meteor (25-99) 75 

6. Speed of meteor (1 slow - 3 fast) 2 

Input number (7 = return to menu) 


Type the number of the parameter you wish to change, then type the 
new value for that parameter and press "RETURN/' 

Explanation of Parameters 

1) Time Delays (1 short - 30 long) 

• This option allows you to determine how long a game message 
remains on the screen. (This does not apply to "Predicting 
Outcomes" questions). 

2) Ship Speed (1 fast - 50 slow) 

• This option controls how quickly the spaceship will move fror 
planet to planet. 

3) Number of Moves Per Turn (1-99) 

• This option allows you to alter the amount of fuel that will be 
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supplied for each turn. (The fuel amount can be found in the 
upper left hand corner of the game screen) 

4) Probability of Rnding an Alien (25-99) 

• This option allows you to determine how often an alien will be on 
the planets. The higher the number, the more frequently the alien 
will appear. 

• If more aliens appear on planets, the number of questions 
presented to players will increase. 

5) Probability of Meteor (25-99) 

• This option allows you to determine how often a meteor will 
appear to try and destroy a spaceship. 

• The higher the number, the more frequently the meteor will 
appeor. 

6) Speed of meteor (1 slow - 3 fast) 

• This option allows you to determine how quickly the meteor will 
move. 

7) Return to Menu 

• Type number "7" to return to Utilities menu. 

7) Return To Galaxy Search 

By pressing 7, the teacher or parent can return to the game. 

Any changes made up to this point will be saved. 

8) Quit With Saving Changes 

Another way for changes in the roster to be saved is for the teacher dr 
parent to leave the UTILITIES by pressing “QUIT" or “RETURN TO GALAXY 
SEARCH." 

9 ) Quit Without Saving Changes 

There may be a situation where the teacher or parent decides that he 
does not wish to make the changes which he has selected. This option, 
therefore, allows that person to exit the program without the changes 
having been committed to memory. 

When this is pressed, the computer will ask for verification. It is a last 
chance to decide about making changes. 

SECTION 6 

Supplementary Activities 

Galaxy Search is a drill and practice program in which players learn to 
predict the events most likely to follow those recorded in printed 
selections. Galaxy Search utilizes an exciting and rewarding game 
format. It can be used in conjunction with any basal program. It can be 
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assigned on a small group basis much as any other small group 
supplemental reinforcement activity. 

Following are some supplementary activities: 

1. Sometimes a picture can tell a story by itself. Display one picture or a 
series of pictures that tell a story. Have the students predict what will 
happen next. 

2. Divide a portion of the chalkboard into two columns. In one column 
write a series of short sentences. In the other column write a series of 
possible outcomes. The student must choose the possible outcome 
that goes with the sentence. Following are some examples of this. 


1. Saturday was a special 
day because it was 
Fred's birthday. 

2. As the wind picked up, 
the sailboat went 
quickly back to the 
harbor, 

3. Mrs. Miller threw 
some bread crumbs 
out into the yard. 

4. The kite string broke. 

5. Paul got a job 
walking dogs. 

ID, 2A, 3B, 4C, 5E 


A. There was 

a storm coming, 

B. Birds gathered 
in the yard. 

C. The kite flew 
away. 

D. There would 
be a birth¬ 
day party. 

E. Soon he had 
enough money 
to buy a radio. 


3. After students have read a book or short story, have them write and 
illustrate a new last chapter predicting what will happen to one 
character. 


SECTION 7 
Care of the Diskette 

The program is produced on a magnetically coated plastic disk placed 
in a square plastic cover. Handling of the diskette requires care to insure 
maximum reliable life. 

1) It should be placed in the storage box when not in use. 

2) It should be kept at least 9 inches from magnetic fields. 

3) It should not be exposed to extremes in temperatures. 

4) It should not be folded or mutilated in any way. 
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Warranty 

The program is sold "AS IS,” without warranty either express or implied as to 
its specific usage or performance. The user, not the manufacture! - , 
distributor or retailer, assumes all cost of any necessary service or repair. 

learning Well ’, however, warrants that the medium on which the 
software program is recorded will be free from defects in material and 
faulty workmanship, under normal use. If your disk should fail within 60 
days from the date of purchase/return it along with a copy of your sales 
receipt directly to Learning Well”'' for a free replacement. If your disk 
should fail after the 60 day period, but within 1 year from the purchase 
date, you may return the failed disk along with $10 plus $1.75 postage 
and handling, and we will replace the disk. This warranty applies to the 
original purchaser. The original purchaser must fill in the reguired 
information and return the enclosed warranty card. Learning Well’" will 
replace or repair the medium at their option. If Learning Well™ deems 
that the medium failure resulted from abuse, accident or error in 
application, then Learning Well "’ has no responsibility to replace or repair 
under the terms of this warranty. 

This product; software program, database and instructional materia! is 
copyrighted and all rights are reserved by Learning Well™and Methods & 
Solutions, Inc. The sale and distribution of this product is intended for use 
by the original purchaser on the Apple computers specified. It is unlawful 
to copy, duplicate, sell and distribute the product or any portion of the 
product. 

Apple Computer, Inc. makes no warranties, either express or implied, 
regarding the enclosed computer software package, its merchantability 
or its fitness for any particular purpose. The exclusion of implied warranties 
is not permitted by some states. The above exclusion may not apply to 
you. This warranty provides you with specific legal rights. There may be 
other rights that you may have which vary from state to state. 

DOS 3 3 and DOS Toolkit are copyrighted programs of Apple Computer, 
Inc. licensed to Methods & Solutions to distribute for use only in 
combination with Galaxy Search/Predicting Outcomes. 

Portions copyrighted by Microsoft, 1981. 

Coovriaht © 1983 Learning Well 

oopv 9 200 South Service Road 

Roslyn Heights, NY 11577 
Methods & Solutions, Inc. 
Stoneham, Ma. 02180 
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NOTES 


TEN COMMANDMENTS 
OF EDUCATIONAL SOFTWARE 

At Learning Well we have evolved our own set of working guidelines 
which we use to develop our educational software programs. You might 
wish to use these guidelines to formulate criteria of your own which 
could then be used to judge the quality of the software you are presently 
using or plan to buy in the future. 


Each educational software 
program must have significant 
new content or skill-producing 
strategies. Programs must offer 
planned, sequential and original 
information. 

2. Each educational software 
program must be motivating and 
offer some challenge. Programs 
should be both interesting and fun 
for the learner and should 
encourage the learner to want to 
repeat the experience. 

3. Each educational software 
program must guarantee the 
learner an emotionally healthy 
and appropriate learning 
environment. 

4. Each educational software 
program must have educational 
objectives that are carefully chosen 
and clearly stated. These objectives 
should specify the subject area, 
topic, and grade level(s) of the 
intended learner. Programs should 
not claim to teach things which 
they do not teach. 

5. Each educational software 
program must be subjected to 
rigorous field testing with 
appropriate learners. 



with ease of control over the 
elements of the learning 


experience. Levels of difficulty, 
speed of presentation and the 
selection of program parts are 
typical of learner controls. 

7. Each educational software 
program must provide a trail to 
permit an adult to monitor and 
review the learner’s activities. 

8. Each educational software 
program must provide clear 
documentation about all aspects of 
the program for the learner and 
the adult. 

9. Each educational software 
program must be accurate in the 
presentation of all facts and 
precise in the use of spelling, 
grammar and usage. 

10, Each educational software program 
must be free of personal abuse, 
sarcasm, derogatory or 
sexist/racist remarks. 


® 1985 Learning Well. All rights reserved. 
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